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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE 
USING YOUR NINTENDO’ HARDWARE SYSTEM, GAME CARD OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT HEALTH AND 
SAFETY INFORMATION. 

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES. 


AWARNING - Seizures 


Some people (about 1 in 4000) may have secures or blackouts triggered by light flashes or patterns 
such ^ while watching TV or paying video games. e*r rf they nZ neverhi a Mfrumb^ne 

* fESf Wh0 Sf* T* 3 of *'“"****■ w other *yrnptom linked to an epileptic condition 

should consult a doctor before playing a video game 

' r C ^, n Ct '" dre " ^ **” 9a ™ 5 - ^ " «™*" 3 d*ctof rf you or 

your child have any of the following symptoms: 

Convulsions Eye or muscle twitching Lom of awareness 

Altered vision Involuntary movements Disorientation 

• To reduce the likelihood of a seizure when playing video games: 

1. Sit or stand as far from the screen as ppssfele. 

2. Play video games on the smallest available television semen. 

3. Do not pEay if you are tired or need sleep 

*■ Play in a wtiMit room. 

5. Take e 10 to T5 minute break every hour, 


| AWARNING - Radio Frequency Interference 

The Nintendo DS can emit radio waves that can affect the operation of nearby etectrwte jdrw 
cardiac pacemakers, ^ 

* Do not operate the Nintendo DS within 9 inches of a. pacemaker while using the w i yr_^ 

* If you have a pacemaker or other , replanted medical device, do not use the w ^ 

Nintendo DS without first consulting your doctor or the manufacturer of your “*c ca =>». oj" 

* Observe and follow all regulations and rules regarding use of wireless devices - cgexts Zr as 

hospitals, airports, and on board aircraft. Operation in those locations may - — tr 

malfunctions of equipment, wfth resulting Injuries to persons or damage tc 


ik WARNING - Repetitive Motion Injuries and Eyestrain 

Raying video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these 
instructions to avoid problems such as tendinitis, carpal tunnel syndlrome. skin irritation or eyestrain: 

■ Avoid excessive play It is recommended that parents monitor their children for appropriate play. 

* Take a 1Q to 15 minute break every hour, even if you don't think you need It. 

* When using the stylos, you do not need to grip it tightly or press it hard against the screen, Doing so 
may cause fatigue Or discomfort 

■ ff your hands, wrists, arms or eyes become tired or sore while playing, stop and rest them for several 
hours before playing again. 

* H you continue to have sore hands, wrists, arms or eyes during or alter play, atop playing and see a doctor. 


AWARNING - Battery Leakage 

The Nintendo DS contains a rechargeable Irtnium ion battery pack. Leakage of ingredients contained within the 
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your 
Nintendo D5- 

if battery leakage occurs, avoid cooiact with skin. If contact occurs, immediately wash thoroughly with soap and 
water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thorougltfy wrih 
water and see a doctor. 

To avoid baltery leakage: 

* Do not expose battery to excessive physical shock, vibration, or liquids. 

* Do not disassemble, attempt to repair or deform the battery. 

* Do not dispose of battery peck in a fire. 

* Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 

* Do not peel or damage the battery label. 


Important Legal Information 

This Nintendo game IS not designed for use with any unauthorized device. Use of any such device 
wifi invalidate your Nintendo product warranty. Copying of any Nintendo game is illegal and is strictly 
prohibited by domestic and international intellectual property laws, "Back-up* or “arcNvai' copies are 
not authociied and are not necessary to protect your software. Violators will be prosecuted- 










The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
Jot ?k for this seal when buying 
video game systems, 
accessories, games 
and related 
products. 


h/wZtr#} m « fcF* lie ^ 



THIS GAME CAF; 1% LLWORK 
ONLY WITH TH£ NINTENDO OS'" 
VIDEO GAME SVSTEM. 




VCnitii K 

IWrKai 


THIS GAME ALLOWS WIRELESS MULTIPLAYER 
GAMES WITH EACH OS SYSTEM COMTAl^lftlG 
A SEPARATE GAME CARO 


During wireless gome play, if communication seems to be affected by other electronic devices, 
more to another location or turn off the interfering device. You may need to reset the power 
Qn the Nintendo DS and start the game again. 



(Nintendo) 
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Starting The Game 

Correctfy insert the Game Card Into your Nintendo DS^ system Switch on the 
system. Press START at the title screen, 

WARNING : Inserting a Game Card when the system is already on might result 
in damage to the Game Card. 

Main Menu 

From this menu, you may select the game you wish to play. By pressing the 
Control Pad Up and Down, you can highlight which game you want. Pressing 
the A Button starts the selected game. Quitting any of the games returns you to 
this menu. 

n imf' 

fnl-roduction 

Welcome to Tudor Mansion. 

Your host Mr. John Boddy, has met an untimely end-he's the victim of foul 
play. To win this game, you must determine the answer to these three 
questions: Who did it, where and with what weapon? 

The answer lies in the little envelope resting on the stairway marked X in the 
center of the board. The envelope contains 3 ca rds. One card tells who did it. 
The second card reveals the room in which if ail happened and the third card 
discloses the weapon used.The player, who by the process of deduction and 
good plain common sense, first identifies the 3 solution cards hidden in the 
little envelope, wins the gams. This is accomplished by players moving into the 
rooms and making "suggestions'". These suggestions consist of which room it 
occurred in, the person who might have done it and the weapon used for the 


4 


purpose of gaining information. This information may reveal which cards are in 
other players' hands and which cards are missing and must, therefore, be 
hidden in the little envelope. 

"Accusing™ a suspect and naming the weapon and the room under suspicion is 
one of the most exciting features of this game. Select Single Player or 
Multiplayer Game by highlighting an option and pressing the A Button. Press 
the A Button to go to Player Select Screen. 

Player Select Menu 

The Player Select Screen will allow the player to set how many players will be 
in the game and how many of those players are human-controlled versus 
computer-control led. Sing le player will al low the player to play against all Al 
players. Multiplayer will allow up to 6 human players. Each remaining player 
will be set to computer. 

Press the Control Pad Left and Right to scroll left and 
right. Press the A Button to select. This continues until 
ail players have been set to human or computer. On 
your turn, a 'head and shoulders' representation of 
your player will be seen on the screen. 

Playing The Game 

The game board shows the nine rooms of Mr Buddy's 
house. There are six colored tokens that represent each 
suspect m the house. The colors of the pieces are 
closely associated with the names of the suspects: 
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Suspect's Tokens: 

Col. Mustard - YeEEow 
Miss Scarlet - He d 
Professor Plum - Purple 
Mr. Green - Green 
Mrs. White - White 
Mrs. Peacock - Blue 

There are also six miniature weapons and one dice. The pack of 21 illustrated 
cards includes a card for each of the 6 suspects, one for each of the 6 weapons, 
and one for each of the 9 rooms. There is also a "pad 1 " of detective notes to aid 
the players in their investigations. 

Preparation 

The computer will place the playing pieces on the starting squares marked whh 
their names. All 6 pieces are pieced on the board regardless of the number of 
players, Each of the weapons will be placed in a different room at random. 

Arranging the Cards 

The computer will randomly select one of each of the three types of cards 
(Room, Weapon, and Suspect) and place them in the envelope. 

Dealing the Cards 

The remaining cards are dealt to the players. Some players may receive more 
cards than others. 
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Starting the Game 

Each player chooses a suspect to play as. The player having the red token, Miss 
Scarlet, roils the dice and moves first. After Miss Scarlet has moved, the next 
player on the left rolls the dice and moves. Each of the other players follows in 
turn. 

Movement of Tokens 

To reach a room, players may move his or her tokens on the yellow squares 
anywhere on the board according to the throw of the dice. AH the ye flow 
squares on the board are available for the movement of tokens. Tokens can 
move forward, backwards, or crosswise, but never diagonally. A token may be 
moved forward and crosswise on the same turn, but it cannot move to a 
particular space twice in the same turn. No two tokens may occupy any one 
square, nor may a player move his or her token through a square occupied by 
another token, A room, however, may be occupied by any number of tokens 
and weapons. 

Moving into a Roam 

There are three ways of entering a room: 

1 .Throwing the dice and moving your token along 
the squares entering through a doorway. 

2. Via the Secret Passages by leaping across the 
board, corner to corner, without using the dice. 

3, A player's token may be placed in a room by 
another player in the feature play known as the 
'Suggestion.** 
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If the space at the entrance to a room is occupied by the token of one player, no 
Other player may move into that room through that door. 

Getting out of a Room 

There are three ways of leaving a room: 

1. By throwing the dice and moving out through a doorway onto the squares to 
head toward another room of your choice, 

2. By using the Secret Passages. 

3. By being transferred to a new room by some other player. 

On the throw of the dice, players may enter Rooms by the doors only. However, 
one cannot leave a Room on the same turn. The move is ended upon entering 
the Room. It is not necessary to throw the exact number to enter a Room. If a 
player needs 4 to bring him or hers into a room and throws 6, the player 
ignores the last two units after entering the Room. Players who are already in a 
room may leave it by any door using the dice as usual and moving toward 
another room. They may also use a secret passage if they are an a corner room. 
The doors of each room are not counted as a square. 


The Suggestion 

Whenever a player moves into a room, he or she should 
make a "Suggestion.’ 1 

A "Suggestion* consists of naming a Suspect, a Weapon 
and the Room into which the player has moved. As 
soon as a player makes a "Suggestion", the computer 
will move the token of the suspect named and the 
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weapon into the room named in the "Suggestion". No player may forfeit a turn 
to remain in a particular room. Players must move by a throw of the dice or by 
the secret passages on each turn. 

Note: All tokens, Spare ones as well as the players' own tokens, fall under equal 
suspicion and should be considered by the players making "Suggestions; 1 

Proving the "Suggestion" True or Folse 

When a "Suggestion" has been made, the first player to the left of the one 
making the "Suggestion" examines his or her cards to see if he or she is able to 
prove the "Suggestion" false. To disprove the "Suggestion", the player must 
hold one or more of the cards named. If the player holds one or more of these 
cards, the computer will show only one to the player making the "Suggestion". 

A smart player will often deliberately make a "Suggestion" naming one or two 
cards that he or she holds in his or hers own hand just to gain information or to 
mislead the other players. If the first player to the left does not have any of the 
three cards, then the computer will check the next player and SO on until one of 
the cards is found. 

A player having more than one of the called cards may show whichever one he 
or she wishes, but only one. Obviously, if any player holds in his or hers hand 
one or more of the 3 cards named in the "Suggestion", ft is proof that those 
particular cards are not in the envelope. Therefore, when a card is shown to the 
player who made the "Suggestion", the player's "Suggestion" has thus been 
proved to be false. The player may wish to make a note of this on the detective 
pad. The opportunity to prove the "Suggestion" false passes to the left until 
some player has shown ONE card to the suggesting player, whose turn then 
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ends, and play passes to the next player If no one disproves the ‘'Suggestion", 
the player then may either pass the turn or else make an "Accusation" 

"Accusation 7 ' 

When a player is satisfied that he or she knows the three cards hidden in 
the envelope, the player can on his or hers turn make an "Accusation", The 
player then states that he or she is making an "Accusation" and names the 
three cards he or she believes to be in the envelope. The computer will check 
the accusation against the cards in the envelope. Contrary to the rules for 
making a suggestion, a player may make an accusation whether or not the 
player's own piece is in the room mentioned. 



Secret Passages 

The Secret Passages shown in the corner rooms enable players to move 
between opposite corner rooms in one move. This can be done on a player's 
turn without throwing the dice merely by moving his or hers token to the 
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opposite corner room and announcing he or she is using the Secret Passage. A 
"Suggestion" may be made after this move. 

Winning The Game 

If the "Accusation" is correct, he or she is the winner. If the "Accusation" Is 
incorrect, the player has no further part in the game and cannot win. However 
he or she does remain as a player to contradict “Suggestions" made by other 
players with the cards he or she holds In his or hers hand. A player can make 
only one “Accusation" during any one game. 

Pause Menu 

The Pause Menu has b selectable options: Resume Game, Setup, Save Game, 
New Game and Exit To Main Menu. 

Use the +Contro! Pad to scroll up or down and A Button to select. 

Resume Game-returns the player to his or hers previous state. 

Setup-allows the player to adjust music and sound effect volumes. 

Save Game-saves the current game. 

New Game-starts a new game. 

Exit To Main Menu-brings the player to the main menu. 
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Game Controls 


L Sutton 

Not Used 


Control Pod- 

* Move left 
► Move right 
A Move up 
T Move down 


R Button 

Not Used 



SELECT*Not Used 


Introduction 

Can you build a better mouse trap? Find out in this fun-filled game of crazy 
mechanical gadgets and chain reactions! Race to the finish 
and nab your opponents mouse before your own gets caught! 

Select Single Player or Multiplayer Game by highlighting an option and 
pressing the A Button, Choose to play the 'Classic' or the 'Quick' Game'. Mext 
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you must select the number of players (2, 3 or 4) by highlighting an option and 
pressing the Control Pad Left and Right Press the A Button to go to Player 
Select Screen.On your turn, roll the die and move your mouse the number of 
game board spaces shown. You must then foilow any instructions printed on 
the space you land on. Two or more mice may be on one space at the same 
time. 

Collecting Cheese Pieces 

As your mouse moves around the game board, you will 
collect cheese pieces from the cheese pile and from your 
opponents. You may use cheese pieces later in the game 
to help you spring the trap on your opponents' mice. 


Build spaces have numbers 
printed on them 12, 2 - 3, 2 - 3 - 4K 
When you land on a build space and the number of 
players in the game matches any one of the numbers on 
the space, then you can build one part of the mouse trap 
and collect one cheese piece from the cheese pile. 

In a 4-player game, you can build if you land on Build 
space 2-3-4. In a 3-player game, you can build if you land 
on Build space 2-3 or 2-3-4. In a 2-player game, you can 
build if you land on a Build space 2, 2-3, or 2-3-4. 


Types of Spaces 
Build Spaces 
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Go Back & Move Ahead Spaces 

When you land on one of these spaces, you must go to the space indicated, but 
do not follow any instructions printed on that space and do not collect any 
cheese pieces! Your turn is then over 

Take Cheese Spaces 

When you land on one of these spaces, the computer will assign the correct 
number of cheeses to your pile. 

Lose Cheese Spaces 

When you land on one of these spaces, the computer will return the indicated 
number of cheese pieces to the cheese pile. Your turn is then over. 

Dog Bone Space 

Do nothing when you land on this space. Your turn is over. 

The Loop 

These are the six spaces at the end of the path beginning with the Safe space 
and ending with the Cheese Wheel space. This section of the path is called The 
Loop and it is where mice are captured. Once you arrive at The Loop, you and 
your opponents will take turns circling it as many times as necessary until the 
mouse trap is completely built and only one mouse remains uncaptured on the 
game board. 

Cheese Wheel Space 

Every time you land on the Cheese Wheel space, you automatically take two 
cheese pieces from the cheese pile. 
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Turn Crank Space And Safe Space 

See the Trapping Mice section below for details. 

Building the mouse trap 

If you are the first player to land on a Build space, the computer will place part 
#1 (Base A) on the game board. The next player to land on a Build space would 
see the computer put part #2 {Gear Support) in place and so on until the mouse 
trap is completed. Immediately after a part of the mouse trap is placed on the 
^ game board, you will receive 1 cheese piece from the pile. Your turn is then 
over. 

I Whenever you land on a Build space that's located on The loop section of the 
game path, the computer will add two parts to the mouse trap and you will 
receive 2 cheese pieces from the cheese pile. Your turn is then over. Once the 
mouse trap is complete, you do nothing when you land on a Build space. 
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Trapping Mice 

Once the mouse trap is complete, use Et to try to capture your opponents' mice. 
When you end your turn by landing on the Turn Crank space (in The Loop) and 
there rs an opposing mouse on the Cheese Wheel space, you will be giver the 
option to turn the Crank. This will set the trap in motion. The opposing mouse 
will be captured and is out of the game. Any cheese pieces held by the captured 
player must be turned over to you. If more than one mouse is on the Cheese 
Wheel space, they may all be captured together. If there is no opposing mouse 
(or mice) on the Cheese Wheel space, try to move one or more mice there. 



Moving Opponents' Mice 

When you end your turn by landing on the Turn Crank space and there is no 
opposing mouse on the Cheese Wheel space, you will be given the option to try 
to move an opponent's mouse onto the Cheese Wheel space and then try to 
trap that mouse. Select the opponent's mouse you wish to move. Roll the die 
and then move that opponent's mouse the indicated number of spaces. Each 
roM will cost you 1 of your cheese pieces. After each roll you will again have the 
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option to turn the Crank or move a mouse. 

You may continue doing this as many times and to as many opponents as you 
like as tong as you have cheese pieces to return to the pile. If you manage to 
move a mouse (or mice) onto the Cheese wheel, you may then turn the crank as 
described above. You may only use your cheese pieces when you are on the 
Turn Crank space. Jf an opponent's mouse is on the Cheese Wheel space when 
you land on the Turn Crank space, you may stiff use your cheese pieces to try to 
get other opponents' mice onto the Cheese Wheel space before setting the 
mouse trap in motion. 

Safe Space 

When an opponent's mouse is on the Safe space (located on The Loop), you 
cannot try to move that mouse onto the Cheese Wheel space. 

Winning the Game 

if your mouse is the last one left uncaptured on the game board, you win! 

Pause Menu 

The Pause Menu has 5 selectable options: Resume Game, Setup, Save Game, 
New Game and Exit To Main Menu, 

Jse the +Control Pad to scroll up or down and A Button to select. 

Resume Game-returns the player to his or hers previous state. 

Setups I lows the player to adjust music and sound effect volumes. 

Save Game-saves the current game. 

New Game-starts a new game. 

Exit To Main Memi-brings the player to the main menu. 
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Gams Controls 


L Button 

Not Used 



Control Pad- 

^ Move left 
^ Move right 
A Move up 
* Move down 






Y Button 

Not Used 


START 

Pause 


SELECT- Mot: Used 


Introduction 

Test your memory and your reflexes...be the quickest to fit all 25 shapes into 
the matching spaces. Choose between 60, 55 r 50 or 45 seconds! That's all the 
time you have to complete this, otherwise...out they poplM See if you can beat 
your friends' Or your own fastest times. Select Single Player or Multiplayer 
Game by highlighting an option and pressing the A Button. Press the A Button 
to go to Player Select Screen, 


Player Select Screen 

The Player Select Screen will allow the player to set how many players will be 
human-controlled versus computer-controlled. The first player will then select 
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their player (up to two human players) Each remaining player will be set to 
computer. This continues until all players have been set to human or computer. 

Press the Control Pad Left and Right to scroll left and right. Press the A Button 
to select. 


Playing the game 

The object of the game is to place all 25 shapes, in the 
correct orientation, in their respective spaces before the 
timer runs out. Start the timer (press the A Button), using 
the ^Control Pad to move the cursor select shapes one at 
a time, rotate them with the L and R Buttons to find the 
correct orientation, and place them in the spaces on the 
game board (press the A Button), The timer is set (default) 
to sixty seconds. If all the shapes are not placed before 
the timer runs out, out they pop! 


Winning The Game 

The player who places aij 25 shapes correctly in the 
fastest time is the winner. If that player's time is faster 
than those In the Fastest Times' table, then the player will 
be prompted to enter his or hers initials. 

Play Again 

After completing the game, the player will be asked if they 
wish to Continue playing. YES returns them to the game 
with a shorter time limit; IMO returns the player to the 
Fastest Times' display screen. 
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hole* the only way out is to roll a 1 on a future turn. Once a 1 has been rolled, 
the player may exit the center hole onto the Star Hole closest to the path that 
leads to his or hers HOME. 

Winning Th© Game 

The first player to move all four of his or hers marbles around the board and 
into HOME wins the game. 

Pause Menu 

The Pause Menu has 5 selectable options: Resume Game* Setup, Save Game, 
New Game and Exit To Main Menu. Press the +Control Pad Up and Down to 
scroll up or down and the A Button to select - 

Resume Game-returns the player to his or hers previous state. 

Setup-allows the player to adjust music and sound effect volumes. 

Save Game-saves the current game. 

New Game-starts a new game. 

Exit To Main Menu-brings the player to the main menu. 
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Game Controls 


L Button 

Nat Used 



SELECT- Not Used 
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□ESTIMATION SOFTWARE, INC. 90 DAY WARRANTY 


DESTffiAT ION SOFTWARE, INC- iDESTiNATTONi warrants 10 rh# Of*0'rui |i unJ fc <lM only of this DESTINATION loftware product mol 
DU- medium on which ThiH HllllMni pCOO f * m recorded I* 1i« InpfTi Oflfacts in *nd wnrwmansh 0 t<3t jg [w-riod of nftioty 

l9dl deys From Tht date of purctVBM. This DESTINATION sOfTwir* program is said ’« IS', -without espmMi Of implied warranty of 
«nv hind, end DESTINATION is no! liaol* for -vsy losaeo or dama^w qf any kind renunmtg From use of this program. D£5TTNAT|QN 
*Q'«= for ; o+r.crtl of ri inefy I90i day* TO #dh*F repair or r*pl«c«. at m [jptifm, fret |J* SR*rQ£. any OtStlNATION iflFtWSre product, 
postaoe paid. With p-friF D [ date Of puitiuw. wi its Factory 5*rv<e Canter. ftc?> 2 t*n*-r of s» game oa*. mi of charoe to the or 
•Ml P*rtC#iBKr (rxeept for the cun of nrlutningi Ihc game cal I ■t- The of Out ia&rfaty. mil wrTonSy is not applicable to TOffflSl 

wear and mgr, This warranty ehaFl nai On applicable and s*sl » vpkt if foe defect ■« foe DESTINATION yofrwar* product has arisen 
through abuse, unraaaonablc uw>, mi«r*»tmont or negflocL THIS WARRANTY IS IN UEU OF ALL OTHER WARRANTIES AND NO 
OTHEH REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE KNW*6 ON Off OSUGATT DESTINATION. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, WCLUDWG WARRANTIES Of MERCHANTAflAJTY AMO FiTNFSS FOR 
A PAflTTCULAR PURPOSE. ARE LIMITED TO THE NINETY (»J DAY PgfflOO [JESCPteSD ABOVE IK NO EVENT WILL DESTINATION 
S£ LIABLE FOP ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES WSULTiNG FROM POSSESSION. USE OR MALfUNC 
TION OF THIS DESTINATION SOFTWARE PRODUCT. Soma «ar#t » nai aBow - — taiigw* h to how lung an .mpliea warranty inti 
■ntfur axcluiium cr I imitations Of mcrdtnW ur consequential daifiapH 1C< Use IbtH* ‘tiTirtKjrjns aoddr excsunsnii of liability rtUy 
rvsi apply ru ydu, f fun warranty glim you ageeific rights, and you may hay* ether ngas wttadh vary from *tate Eu tit. 15 a. Thl* 
warranty Shall OOI 6+ #cp!m»btc Id th# »rl*n! that any pTOYiAfo': E5#thil wi-tsnJy -t pcrN "-&tod by any federal. JJ. 1 T* or municipal law 
MtliCb camvql b* after eiptnni*n Of W*rra.-T*y - ff r^- g»m* pa4 requra iw^it tft*l Akpirajicwi of Hw 

»-day warranty O*r<0d. yau rn^y confacl I ha Consumer Satwc* Dapaytmeru at t*W AgnsCwr below. You wtlr to advised of 1** 
aatimritad cost oF rnpa.r and the shipping Lhairuciinn*. 

www OS*&am«L«sm 

[JESTFNATlON SOfTWAHF INC. Cortfr^Twr Dkpt <3SI 2&2-£MB& 

131 Hurfftnlieo™ *L*yt fta, C Sew*, *U OH»0 
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END-USER LICENSE AGflEEMENT 


IMPORTANT - READ CAREFULLY Pleese b* w* to carefully read and undamand alF uf (h* rights and rastricticifSH described in 
ihii End-Ustr License Agreement rE<JLA*1i 


AGREEMENT 

ThiH document is an agreema-nt between you ai>d Defftirtateon Software, Inc, and rti offiliaced -companies ^Comoeny'l. The 
Htdeetd acftware game diacle), csrtridg* or Game Card rsrjftwere’i' and any accompenying printed mamma-ls are sice-naed id y*u 
only on the cpntf'tion tha: you accept all af the terms contained in this EULA. 

By opening this: pactagfr ari>d iftfitalJlfVg Of Otherwise using |ha SofiwarE you agree to he bound! by (h* terms of Shis EULA l J yau 
do f*ot agrae to the term? of the? EULA you may not tosSal! or use the Software and withi* T5 days o# purchase you must cah the 
Tech Support tele-phone number listed in the ma-nggt actompanyirig the Software '.(he ■’Manual"! Seted the Automarad Phone 
System s Main Menu option for Cunsu-n-a- Services and follow the prompt s. 

Yon wifi be given a Return March-Bndisa Authorization number IFIMA J| by lhe technician. You then have 15 d*ys From the dam of 
thi-a contact to return lbs Software in it? proteajye cowering, the Manual and the original salsa invoice to the address supplied to 
yOu. 

GRANT OF LICENSE 

The SoFtwart is licensed and not sold to you and ft? USD is ■subject la this EULA The Compare grants you a limited- personal, 
non-exdusive license to use (he Software in the manner described in the user documootatipn. The Company reserves ah rights 
hot expre&aty graniea to you In this EULA 


PERMUTED USES 

t, You may permanently transfer alt your rights under this EULA, provided you retain no copras, you transfer all of (he Software 
iincluding el; component parts, Lhe media anrf printed materials and any upgrades! entf the recipient reads and accepts this EULA. 

RESTRkCTIONS 

1, You may not delete or obscure *ny copyright- trademark o# other proprietary notice op the Software or accompany I ng printed 
materials, 

2, You may not decompile, modify, reverse engineer, drsassamble or otherwise reproduce Lhe Software. 

3, Ygy. may poll copy, reni, lease, aublicense, distribute, publicly display the Software, create derivative worts based on Uw 
Software lexceut to the extent expressly perroinad in the Editor and End-User VuriaLian section of Bite Agreement or other 
doe union is lion accompanying Eh* Software' or otherwise oommerdalty exploit the Software 

4, Yota may not electronically transmit the Software from one computer, conso le or other platform to another or over a network. 

5, You may not use any backup or archival copy of the Software for any purpo&e other than to replace the origanaE copy »n the 
event it's destroyed or becomes defective. 

TERMINATION 

This EULA. is effective until temvinaied. You may terminate thia EULA at any time by destroying the Software- This EULA will 
terminate siitomaricelly without notice from (ho Compafiy <f you Fall to comply with any provisions of this EULA. All provisions of 
this EULA as fn warranties, l imitation of HatolEloy, remedies end demages will! survive termination, 

LIMITED WARRANTY AND Dt5C-IAlMEft OF WARRANTIES 

You are awe r e and agree (hat usa pF i-he Software anoi the media on which is recorded is at your sole rials. The Software and 
media are supplied "AS IS." Unless otherwise provided by applicable law, (Tie Company warrants to the original pujeheaer of Eh-is 
prod-u.cE that lhe SoFtwart storage medium will be ftw from defect! irr mattriafi and workmanship goffer no>rnat jse Tor ninety 
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30) day* from the date gf purchase. The warranty it void rf the defect has mfeyn through acridem, abuse, rps^iect or 
Tisaopi icarion, If the Software fail* (o- conform to this werraeity, you may at your able and exclusive rpmntfy, obtain s replacement 
cT change if you return tns defective Software. c oliow lhe Proo -c- Return mtKstdures describee n the Menuel The Company 
:s« not warrant that the Software or its operations or functions will r-eef v"- " requirements, or that the use ol the Software will 
be without Interruption or error. 

TO THE FULLEST EXTENT PERMfSSABLf UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS WARRANTY 5>ET FORTH ABOVE, 
“-I COMPANY DISC A! MS ALL WARRANTIES, EXPRESS UR **FUED INCLUDING AND W) I HOt/T LFMTATTON. THE IMPLIED 
AJflRANTlES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE AND NON■■NFRIFJQEM&IX EXCEPT FOR THE 
£ '.PRESS WARRANTY SET FORTH ABOVE, THE COMPANY DDES NOT A .ARRANT GU^AN'TzE OR MAKE ANY REPRESENTATION 
REGARDING THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE N “EFWS OF ITS CORRECTNESS, ACCURACY 
-^LIABILITY. CURRENTNESS OR OTHERWISE. SOME JUTtiSlDlC T iCNS DO NOT ALlOW "Hi tXaUSION OF OR UMiTATlONS ON 
V PLIED WMR AN TIES. SO THE ABOVE EXCLUSIONS AND - MTATrONS v:- NO" AfftY 10 Y&J 


^MTTATION Of LJABlLfTY 

*. TO EVENT WILL TOE COMPANY OH TS EMPLOYEES OR LfCENSCflS gE . - 5 .F FOR ANY INCIDENTAL iNDlRECT. SPECIAL 
CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES WHATSOE > E s NCLUDfNG WFTOOUT LiMTATlON, DAMAGES 
=CR INJURY TO PERSON DR PROPERTY, FOR LOSS OF PROFITS 3 . ? S~ =R_:Fnc\ LOSS Of BUSINESS INFORMATION, 

..OSS OF PRIVACY. FAILURE TO MEET ANY DUTY AND NEGLIGENCE - - r I- ' - N ANY WAv RELATED TO THE USE OR 

•■ABILITY TO USE THE SOFTWARE P/EN IF THE COMPANY OR AN — . TH 1 r ZED REPRESENTATIVE OR TOE COMPANY HAS 
SEEN ADVISED OF THE POSSIBILTY OF SUCH DAMAGES SOfviE . . - rT - ” NS DC- NOT ALLOW THE EXCLUSION OF 

-.ABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ASCf^E EXCUJSJON MAY TOT APPLY TD YOU. 

M NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO T '“F SDTTWAP.E EXCEED THE 
AMOUNTS ACTUALLY FA 5 D BY VDU FOTrTHE SOFTWARE. 

CikCWCE OF LAW AND VENUE 

Thia EULA is governed by the law* ol the United State* of America and- rs 5‘i‘t c 4 'hm ±xf!utrve -of its conflicts of law 
jrovwtans. The exefusive venu* for lirigatinn rrgarGln^i or p«n 9 ft cm r^i EU r, 1 i t -» York Caumty-, New Y&rk end you agree to 
luamii [Q rha Jurisdiction of the courts of New ltor* County. New Yo^k - s-. s.:' t-js: :** 

MISCELLANEOUS 

J jny pnavi*ion or pdrifen nr this EULA ia found to be unfawful, raid, or for W*f IM« urtuiftxcfiafela, It will be severed from and 
■■ to way affect the validity or enferEeafeility of the rertuining £* •' ■ ± : re EL!LA, 

a EULA canstlrutee the entire aflreement twtwoen you and the Compemy referring tp* Software and ife w»e. 


HASBRO and its logo and CLUE, MOUSETRAP, 
AGGRAVATION, and PERFECTION are trademarks 
of Hasbro and are used with permission. © 2007 
Hasbro. A3J Rights Reserved. 
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